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Overall game objective: Escape, Locate, Break In
Challenge: Puzzles, tasks
Action: 
 Search for clues
 Solve puzzles
 Complete challenges
Reward: Receive next puzzle, clue, or escape
Timeframe: Varies for activity goal
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Purpose
Determine the efficacy of using a digital escape room game to deliver leadership training
Purpose and Significance
Significance
Provides additional learner satisfaction data 
Contributes learning acquisition and behavior change data
Considers a digital escape room game as a leadership training solution
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Literature Review
Leadership Training Situational Leadership






Research Questions and Hypotheses
Secondary Research Question 1: 




Secondary Research Question 2: 
Hypothesis 1:
Secondary Research Question 3: 
Learning Acquisition Assessments and Behavior Change Interviews 











• Read, re-read take notes
• Define emerging themes
• Identify relationships
• Create theme table
• Repeat for all interview 












Secondary Research Question 1 – Learner Satisfaction
Secondary Research Question 2 – Learning Acquisition and Behavior Change
Secondary Research Question 3 – Learning Acquisition and Behavior Change










































There is sufficient evidence to 
support the claim that that learners 




𝐻𝑜 = 𝜇 < 4
𝐻𝑎 = 𝜇 > 4
Statement 5
𝐻𝑜 = 𝜇 > 2



















4. satisfied with the quality
5. difficult for me to focus
6. effective way to learn
7. enjoyed the online format
8. able to engage with my teammates
9. confident applying the leadership skills
10. choose leadership styles
11. enhanced my leadership skills
12. facilitated a good experience
13. valuable learning experience.





There is sufficient evidence to support 
the claim that that learners were 
satisfied with the Leadership Escape 
Game
Previous Escape Room
The evidence is sufficient to reject the 
claim that previous escape room 
experience influenced learner 
satisfaction, except for “the escape 
room game enhanced my leadership 
skills” 
Previous Situational Leadership
The evidence is sufficient to reject 
the claim that previous situational 
leadership experience influenced 
learner satisfaction, except for “I 
enjoyed the game”
Secondary Research Question 1 
Hypothesis 3:Hypothesis 2:Hypothesis 1:
How satisfied are learners with the escape room game leadership training activity? 
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Results
Learning Acquisition and Behavior Change
Secondary Research Question 2: 
Leadership Style Flexibility
Score calculated from the 
Leader Behavior Analysis II ®
A measure of using all four leadership 
styles within the model at an equal 
frequency
Score 0 – 30
Normal Range 14 - 20
11Blanchard et al,. 2013;
Results
Learning Acquisition and Behavior Change
Overall Learning Acquisition
Learners demonstrated statistically 
significant improvements in 
Leadership Style Flexibility scores 
from before and after The 
Leadership Escape Game
How does the use of escape room games improve Leadership Style Flexibility?
Hypothesis 1:
Overall Behavior Change
Evidence from the post 30-day 
interviews shows change in behavior 
and application of the model following 
The Leadership Escape Game
Secondary Research Question 2: 
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Results
Learning Acquisition and Behavior Change
Secondary Research Question 3: 
Leadership Style Effectiveness
Score calculated from the 
Leader Behavior Analysis II ®
A measure of selecting the most 
appropriate leadership style for 
the presented scenario.
Score: 20 – 80
Normal Range:  50 - 58
13Blanchard et al,. 2013;
Results
Learning Acquisition and Behavior Change
Overall Learning Acquisition
Learners demonstrated statistically 
significant improvements in 
Leadership Style Effectiveness 
scores from before and after The 
Leadership Escape Game
How does the use of escape room games improve Leadership Style Effectiveness?
Hypothesis 1:
Overall Behavior Change
Evidence from the post 30-day 
interviews shows change in behavior 
and application of the model following 
The Leadership Escape Game
Secondary Research Question 3: 
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Results
Secondary Research Questions Summary
Secondary Research Question 3: Secondary Research Question 2: Secondary Research Question 1 
Overall Learner Satisfaction
Learners were satisfied with 
The Leadership Escape Game
Previous Experience
Previous escape room and situational 
leadership experience does not 
influence learner satisfaction, except 
for two statements.
Overall Learning Acquisition
Learners demonstrated statistically 
significant improvements in Leadership 
Style Flexibility scores from before and 
after The Leadership Escape Game
Overall Behavior Change
Evidence from the post 30-day 
interviews shows change in behavior 
and application of the model following 
The Leadership Escape Game
Overall Learning Acquisition
Learners demonstrated statistically 
significant improvements in Leadership 
Style Effectiveness scores from before and 
after The Leadership Escape Game
Overall Behavior Change
Evidence from the post 30-day 
interviews shows change in behavior 
and application of the model following 
The Leadership Escape Game
Previous Experience
No statistically significant difference of 
Leadership Style Flexibility scores between 
those with and without previous escape 
room or situational leadership experience.
Exception: Change in scores for larger 
sample with situational leadership 
experience. 
Previous Experience
No statistically significant difference of 
Leadership Style Effectiveness scores 
between those with and without previous 





Primary Research Question: How effective are escape room games as a leadership training activity?
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Conclusion:
Escape room games are effective at delivering leadership training.
This study concludes that digital escape room 
games are an effective way to deliver leadership 
training. 
The data supports this conclusion. 
 Positive learner satisfaction scores
 Learning acquisition demonstrated through Improved 
assessment scores
 Examples from qualitative interviews of behavior change
and application
The Effectiveness of Digital 
Escape Room Games to 
Deliver Leadership Training: 
A Mixed-Methods Study
